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PREFACE 


Welcome to the unofficial Attorney Online Casing Guide! The purpose of this guide is 
to introduce fresh new players into casing, which is the AO multiplayer gamemode 
that follows trials within the Ace Attorney franchise by Shu Takumi and Capcom. 


Prior knowledge of the Ace Attorney games is recommended to understand how 
trials play out but is not required. It is assumed that most newcomers are interested 
in how Ace Attorney would work in multiplayer. That is why casing exists. 


Casing is a very time consuming hobby, but learning and playing Ehnrough cases 
makes for an enjoyable and valuable experience that could not otherwise be 
experienced alone. Let's get started! 


SECTIONS 


UNDERSTANDING THE INTERFACE 
ll. GETTING A CASE STARTED: SELECTION 
IV. ETTING A CASE STARTED: RTR M SETUP 


V. UNDERSTANDING THE MAIN ROLES 
Vi. =UINDERSTANDING THE OTHER ROLES 
Vi. = BEGINNING THE TRIAL 
Vil. = TRAL PROCEDURES 

IX. i ING AND OTHER IDE 


x GLOSSARY 


INTRODUCTION 


This guide will make use of terminology that might not be understood by new players, 
so a glossary will be added at the end of the guide. 


The Current version of this guide is the Web Version, meaning it is intended for those 
playing through a web browser in the web.aceattorneyonline.com domain. 


Casing is ultimately a roleplaying gamemode with a set of rules that players follow to 
play through cases inspired by the Ace Attorney formula. 


At the time of writing this guide, there are a couple of prominent casing gamemodes. 
The one that will be Eaught in this guide is Minimal Trial Procedures, or MTP, for 
short. It is the gamemode Ehat follows the Ace Attorney games the closest. 


However, there are some derivations and differences that exist in order to make the 
game fair for all participating players. They will be explained later in the guide. 


For now, let’s start by understanding the web interface. If you already do, skip to 
getting a case started! 


UNDERSTANDING THE INTERFACE 


Upon visiting the domain web.aceattorneyonline.com with a web browser of your 
Choosing, you will be greeted with a server list like below. 
HOME DOWNLOAD SUPPORT & FAQ DISCORD 


Server List 


Singleplayer (beta) =n 


AO Official Server (Vanilla) 


The server list contains a collection of Servers that you can connect to that have 


made themselves available to web players. Not all Attorney Online servers can be 
accessed on web and some are exclusive to players on client. 


For the purpose of this guide and the best environment for an introductory casing 
experience, we will be Connecting to and using AO Official Server (Vanilla). Press the 
join button to connect to this server. 


Feel free to Choose at random, you can Change your Character at any time. Be aware 
that in the web version, certain rooms or areas might not let you join them if another 
player is already using the Character you selected. You can change characters to 
correct this. 


You should now see the web interface like below. 


Main Menu 


r == Prelude == 
@ / ? A Riese 
le. [JFA] Prelude. opus 
Evidence Settings About ©) Moo [T&T] Prelude.opus 
[AJ] Prelude.opus 
Content Sn 


\] Trial. opus 


[AA] 
ont (2) [ID (0) [ID Saini a [JFA] Trial. opus 
Basement (2) [IDLE] J Attic (0) IDLE] jf Courtroom 1 (0) [IDLE] [Tat] Trial 
. . - - [AJ] Trial.opus 
Courtroom 2 (0) [IDLE] J Courtroom 3 (0) [IDLE] ff Courtroom 4 (0) [IDLE] [AAI] Trial.opus 
== Logic and Trick == 


Courtroom 5 (0) [IDLE] J Room 1 (5) [IDLE] J Room 2 (0) [IDLE] AA] Logic and Trick.opus 
[JFA] Tricks and Magic.opus 
- - [AJ] Trance Logic.opus 
Room 3 (0) [IDLE] ff Testing Room (0) [IDLE] ff Game Room (0) (IDLE] [Al] Tricks and Gimmicks. opus 


[AAl] Tricks and Baroque. opus 
Staff Room (0) [IDLE] [AAI2] Tricks Analysis.opus 
[AAL2] Tricks Break of 
[PLvsPW] Logic and Tricks ~ English.opus 
‘Current Area Background. [PLvsPW] Logic and Witchcraft.opus 
== Questioning == 
Background: [AA] Questioning ~ (Moderato).opus 
‘Papers ror 
a [JFA] Questioning ~ (Moderato). opus 
LFA] Guesioning~ (Agro) ops 
7 [T&T] Questioning ~ (Moderato).opus 
(Chana | 
Server chat x HA 


AOMS: === MOTD === 
Welcome to the official AO server! (16+) 
In order to get our files, please download the launcher or visit our discord https: //discord.gg/whvQ3pw. Please click the ‘A/M* button and double- 
click on another area if you wish to move. 


Basic Rules: 
1. Do not spam excessively. 


5. Be nice to each other. 


7 ; eon 
ator ive 
a oe - 
i? & Ps PY | S # & £ & | fig If you break any of these rules, you may be punished, as far as a ban for some. 
ae. 


Note: This server is secured by Easy Anti-Cheat. 


Text Color: SFX: ll Preanimation: i eee 
(flip) (Flash) (“Shake } 
Role: ~ 


There is a lot to look at and understand here, but don't worry! We'll go through each 
section of the interface individually. 


Let's start by observing the RP/In-Game window in the top left of the interface. 


The RP/In-Game window is where all of the action happens. It is likely where most of 
your attention will be towards when playing cases. This window shows every action, 
expression, and dialogue sent by players in the room. 


You are able to input text and chat right under the window where it says "Gay 
something...” and allow your messages to be seen by other players in the room. 


Under that, you will see a pair of blue and red bars. These are the health/penalty bars. 
You may recall in the Ace Attorney games that a player can be penalized when 
making a mistake during the trial. This alSo exists in Attorney Online, but there are 
two for the respective defense attorney and prosecutor players. 


Next, we'll move onto what's under this window, which are the character/role 
settings. 


&S22UST ve Leek a 
sl es Es 


Text Color: SFX: i Preanimation: 


Role 
Custom Shownam: 


Show others: @ 


Noninterrupting Preanimation: @ 
Looping SFX: @ 
Additive: @ 


Effect 


Actions 


No judge actions available for this role. 


Mute a character: 


You can express your Character here with expressions, shouts, and sound effects in 
this region of the interface. There are icons for each individual expression, selecting 
an expression will make it appear when chatting in the RP window, here it is in action! 


&2eulse Ls ae 


Make Sure to experiment with expressions on your own time to understand how it 
works. Some of these expressions have pre-animations which can be toggled using 
the checkbox. 


Not only do we have expressions, but we also Nave the iconic Ace Attorney shouts! 


a7 


—e 


82eUve lee ae 
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Text Color (GREY SEX: lm Preanimetion im 


Try experimenting with these too on your own time. Moving on to the other settings, 
we have flip, flash, and shake. Toggling flip will mirror your Current Character 
horizontally, this is good if you want to puE someone like Phoenix on the prosecutor's 
side: 


Phoenix | * 
I’m the prosecutor now! 


As for flash and shake, these are effects that are commonly seen in the Ace 
Attorney games. Here’s what they look like! They are alSo accompanied by sound 
effects. 


#220 ee Derase 


Followed by these effects are the role, change Character, and pairing options. 


Role 


Setting your role determines where you appear or are positioned in the courtroom. 


Hey Nick! Don’t forg Are you stupid? Did yo 
I'm your helper 3 a helper 


There is also the jury and seance roles, but they don’t matter as much. 


Change Character will bring you back to the character selection screen. Random 
Character will randomly switch you to a different Character. 


The Pairing option allows you to have two different players appear at the same time. 
As of the time of writing this guide, animations while pairing are a bit buggy, and this 
feature is rarely used, so this guide will not explain it. 


nevitable, 


We also have showname settings. 


Custom Showname: 
Show others: @ 


It is recommended for you to set a custom showname to allow other players to 
identify you. In order to see other players’ Sshownames, you should also tick the 
checkbox for Snow others. 


The remaining settings like Noninterrupting Preanimation, Looping SFX, Additive, and 
Effect all pertain to Character expressions, you may experiment with them to see 


how they work. 


Finally, we have the judge actions. 


Actions 


No judge actions available for this role. 


Mute a character: 


AS you Can see, we do not have any judge actions because we are not in the Judge 
position. Switch to it in order to enable these actions. 


Witness 
Testimony 


& Defense 8 Prosecution & 


Mute a character: 


The Witness Testimony button is used to start recording a testimony, this 
functionality is explained later in the guide. The Cross Examination button is used for 
the examination of a witness testimony to begin. The Not Guilty and Guilty buttons 
are used when a verdict has been determined at the end of the trial. These should be 

familiar to you if you have played the Ace Attorney games. 


The judge player is able to manipulate the health/penalty bars by clicking on the "+" 
and "-" symbols. One click signifies a warning. Two clicks signifies a penalty. Both bars 
have a total of ten points. In web, these “buttons” are just symbols, But clicking on 
them should change the health bars regardless. 


That's enough of the left side of the screen now. Let's move onto the main/log 
section that can be seen in the top middle of the interface. 


Main Menu 


= / ? @ 


Evidence’ Settings About (4 Voc 


Content 


Testing Room (0) [IDLE] 


Current Area Background 


Background: 


Khura'in v 


This section has two tabs, that being the main tab and log tab. We'll start with the 
main tab first. Here, we can access the main menu. First, we have areas, which allow 
us to navigate and join rooms across the server. These areas will indicate the 
number of players in it and the area status. If you ever Come across a Courtroom that 
is looking for players like below, you Can join it to start casing! 


Courtroom 4 (2) [LOOKING-FOR-PLAYERS] 


Second, we have the evidence options. 


e 
Areas Settings About ©!) \Vod 


Content 


This is used to configure evidence in the court record. But these days, nobody really 
uses this. You should probably ignore the fact that this mechanic even exists as you 
will be using the evidence from the documents for your entire casing career. If you 
see someone use the evidence tab, it's likely that they are using it to keep requests 
and secret evidence in mind. VWVhat are those, you may ask’? It will be explained later 
in Che guide. 


Third, we have the settings. 


' = ? 
a 
Areas Evidence About Call Mod 


Content 


Volume 


Music 


SFX 
> —@ 0:01/001 ¢) 
Shouts 
PP ——=@ 0:01/001 4) —@® 
Testimony/Guilty 


i a=m====@ 0:03 / 0:02 q) —¢@ 


This section is pretty self-explanatory. The most you might do is change the volume 
of the various sound effects and music. You also have the option to iniedit/iniswap 


your Character, which allows you to switch to a custom character that isn’t available 
on the character selection screen. 


° = ? g 
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SER ANRAEPeRAe 


(oir) [ovjectont) [rake riatt] [custom ] 
All of the Characters you can iniswap to on Vanilla can be found at 
Client players also visit this site to find Characters that may be missing in their files. 


We also have the About section and Call Mod button. Both are self-explanatory. 
Now let's switch to the log tab. 


Main Log HE 
{ log starts here | 
Phoenix 2:14 PM i 
Phoenix Hey there. 2:18 PM 


Phoenix (| wonder...) 

Phoenix That's wrong! 

Phoenix Is that really the case? 2:19 PM 
Phoenix 2:20 PM 
Phoenix Is that really the case? 

Phoenix (I wonder...) 

Phoenix You can't be serious... 

Edgeworth The prosecution is read 2:23 PM 
Edgeworth y 

Phoenix you read nothing 

Phoenix idiot 

Edgeworth excuse you. 

Edgeworth 


Just to keep it short, the log tab essentially records everything said in the 
RP/In-Game window of the area that you are in. 


That should be it for this section of the interface. It’s time EO Move onto the bottom 
right, containing the Server Chat/OOC window. 


Server chat x + 


Have fun! 


AOMS: === MOTD === 
Welcome to the official AO server! (16+) 

In order to get our files, please download the launcher or visit our discord https://discord.gg/wivQ3pw. Please click the ‘A/M' button and double- 
click on another area if you wish to move. 

Basic Rules: 

1. Do not spam excessively. 

2. Do not interrupt a case or game in a courtroom. 

3. ERP and explicit links are not allowed in any form. 

4. Do not impersonate a moderator. Fake or joke mod calls will receive punishment. 
5. Be nice to each other. 

If you break any of these rules, you may be punished, as far as a ban for some. 
Note: This server is secured by Easy Anti-Cheat. 


Cheating will result in a permanent ban. 


Have fun! 
AOMS: Position set to pro. 
AOMS: Position set to def. 


This is essentially a separate chatroom that allows you to communicate with others 
in the area you're Currently in without speaking in the RP/In-Game window. VVe also 
call this speaking out Of Character, or OOC for short. 


Upon joining on web for the first time, you might be assigned with an OOC showname 
like "“web##'. Just like the in-game Showname, you should set this one too so people 
can identify you. 


What's important about the Server Chat window is the ability to run commands. 


For example, you can use /g <message? in order to speak in global chat which can be 
heard by other players on the server, not just in your Current area. You can also do 
/toggleglobal and /toggleadverts to toggle whether or not you can see global Chat 

messages and advertisements respectively. 


The commands you are most likely to use however, are /myid and /getarea. Every AO 
player is assigned an identification number, they are not permanent as you may gain 
a different ID number every time you reconnect to a server. This ID number can be 
found using /myid. If people ask you for your ID, this is how you get it. 


VVhat /getarea does is that it shows you all the players in the area that you are 
Currently in. It will Show you their character name, OOC showname if they have one, 
and most importantly, ID number. 


There are dozens of Commands that you Can use Ehrough the server Chat window, 
but we won't go through all of them here. 
Now we have the last part of the interface. VWe have the music section. This is also 
known as the jukebox. 


Music x EE 


== Prelude == 

[AA] Prelude.opus 

[DFA] Prelude.opus 

[T&T] Prelude.opus 

[AJ] Prelude.opus 

—— Te — 

[AA] Trial.opus 

[DFA] Trial.opus 

[T&T] Trial.opus 

[AJ] Trial.opus 

[AAT] Trial.opus 

== Logic and Trick == 

[AA] Logic and Trick.opus 

[DFA] Tricks and Magic.opus 

[AJ] Trance Logic.opus 

[AAI] Tricks and Gimmicks.opus 
[AAT] Tricks and Baroque.opus 
[AAI2] Tricks Analysis.opus 

[AAI2] Tricks Break.opus 

[PLvsPW] Logic and Tricks ~ English.opus 
[PLvsPW] Logic and Witchcraft.opus 
== Questioning == 

[AA] Questioning ~ (Moderato).opus 


Every server gives you a collection of music that you can use. This is especially 
important during casing if you want to match the Ace Attorney experience as close 
as possible. All players in your area will be able to hear the music played through the 

jukebox. 


You are not limited to this selection of music, as AO gives you a way to play custom 
music given that you have a link to anmps file. You can do this by typing in the server 
chat with the command /play <link>. MP3 files uploaded to discord Channels are the 
most common sources of Custom music links used in AO. 


If you want a Case to run well, make sure you get the music right! 


That's all for understanding the interface. Now to actually get a case running! 


GETTING A CASE STARTED: SELECTION 


The first step of getting a case started is by selecting one. There are numerous case 


lists that you can use in order to make your selection. The types of cases that we 
are concerned about are pre-written cases, cases that contain a public witness 
document that allows players to run acase without the case maker or CM 
themselves. 


A witness document is essentially the script or story of acase. Without it, there 
would be no testimonies planned in advance, and we wouldn't be able to understand 
what the CM wanted us to experience. 


There are other types of cases, SuCh as improv cases, where the witness 
testimonies are improvised based only on the evidence and/or character profiles 
provided by the case maker. Full-improv cases mean everything iS made up on the 
Spot. 


If a case does not contain a witness document that is publicly accessible, then that 
means it is not pre-written or that it is a CM-only case. 


To start with, we recommend a couple of Case liSts like: 


Vanilla Case List (VCL) by Orcice: Gia 


And 


Jaegers Case List by Delinard: {El Jaegers Case List (Paged)] 


Go ahead and select a case of your choosing from either case list. But remember 
this, not all cases are created equal. The length, difficulty, quality, and logic of a case 
varies from case to case. These core factors may determine whether or not a case 

will play well, or make for an enjoyable experience. 


For the purpose of this guide, we will be selecting The Elementary Turnabout by 
SillyKevin. There will be spoilers to the case in this 
guide, so if you plan on playing it, do not read the Trial Procedures section. 


SillyKevin 


Once you have selected a case, you should now be in the case's main document. You 
should be expecting character profiles, evidence, and role documents within the main 
document. 


The character profiles should consist of the defendane, victim, detective, and 
relevant witnesses. It is assumed that all Characters in the case are played by the 
witness player, unless stated explicithy otherwise. The other players should not be 

selecting Characters that appear in the case document. 


Autopsy Report 


School map 


Letter from 7?? 


Directors 
ice 


Xt) 


Third grade 
classroom 


Broken Mug 


Fifth grade 
classroom 


Role files: (Only open the file of your role, specs may open all of them) 


Wit/det: 


On top of the evidence in the main document/court record, it is possible for role 
documents to contain secret evidence. This can be something like an updated 
autopsy report or another piece of evidence that can be presented as a Surprise 
when a player believes it is the right time. 


Of course, some cases may deviate from these usual expectations, but you may 
expect this for most cases. 


Now that we've finished explaining the case document and have selected a case, it's 
time to secure aroom where we can host the case. 


GETTING A CASE STARTED: COURTROOM SETUP 


Inthe AO Official Server (Vanilla), there are five courtrooms available for players. 
Courtroom 1 has arestriction that prevents players from iniswapping, so if you want 
to use custom characters, avoid CR1. Choose an empty courtroom to start out. 


Main Log Hy 
sss — Main Menu 2A 
= / ? B 
Evidence Settings About (4 Voc 


Content 


Basement (2) [IDLE] Attic (0) [IDLE] Courtroom 1 (0) [IDLE] 


Current Area Background 


Background: 


Recall this image, here we can see there are two players in Courtroom 4. 


Conveniently, all rooms are in IDLE status, meaning that they are not Currently in use 
for any activities. We'll select Courtroom Shere as it is empty. 


In order to manage the courtroom, we need to CM ourselves. The abbreviation CM 
also stands for case manager. You can dco this by typing /cm in the server/OOC chat 
assuming no one else has claimed CM in the room. You can check this by hovering 
your Cursor Over the areas. You can also do /uncm to remove your own CM 
permissions. 

AOMS: Changed to area: [4] Courtroom 3 (users: 1) [IDLE] 
axe 
Main Menu 
ea L ? sz 


Evidence Settings About a) Voc 


Content 


Attic (0) {IDLE] J Courtroom 4 (0) [IDLE] 
Courtroom 2 (0) {IDLE] If Courtroom 3 (0) [IDLE] 
Courtroom 5 (1) [IDLE] J Room 1 (0) (IDLE] 


Staff Room (0) [IDLE] 


Now that we have claimed CM, let's use a few Commands for setup. First, we can 
use the /doc <link> Command in order to set the case document for the room. 
Players will be able to find the case document by using the /doc command by itself 
after it has been set. If you want to clear the document link, use /cleardoc. 


Next, we can use the /status Ifp command to indicate that the room is looking for 
players. You can indicate the room status as idle, lfp, casing, recess, gaming, and rp. 
You will only be concerned with the first four statuses for this guide. 


AOMS: Document: No document. 


axe 


You are also able to change the background of the courtroom to your liking either by 
using the background setting in the main tab under areas or by using the command 
/bg <background name>. For example, /bg gs4. 


Current Area Background 
Background: 


OR 


axe: 


Now that we've got all of that out of the way, we need to actually find players to play 
ina case! The best way to do this is to advertise in discord servers such as the AO 
Discord’s #casing_board. You also have the option of using the /need command to 

indicate to other players in the server that you need a certain role filled. 


~ ACTIVITIES 


September 6, 2023 


Cordy Yesterday at 11:18 AM 


case-list 
“AG @Casing Need everyone for Devil's Tools for a Turnabout in CR 1. https://docs.google.com/document/d/1gSUPMKJIEXINfGp9m2VcP4SgT DkxNCbTMrhLHilFbak/edit 


+f casing-talk 


i? SEN Devil's Tools for a Turnabout — 
# side-activity-talk Images are from http://court-records.net/ Questrial / Questrial 

+ (Minimalist) Go to “File > Make a Copy... “ if you want to use this 

# content-board template. Devil's Tools for a TurnaboutlMade by HolyMan & Pina 


Lac Vir Special thanks to: -Briann who made us the notebook 


# content-talk page -Fruitbat who revised.. I 


~ DEVELOPMENT CHANNELS # | 


#$ development yO Bialga Yesterday at 12:11 PM | 


ws @Casing Looking for a Judge and maybe a Pros. https://docs.google.com/document/d/1bSfISUI67GKRIT3XZkxNTLAScy9fRxhWeZH-eX8UM7U/edit | 
 beta-test 
Google Docs | 
ore ies adeeb Magical Girl's Turnabout | 
# bugs Author: Jouto Difficulty: 7/10 | Estimated Case Time: 5-7 Hours 
Summary Despair and suffering arise in a convention! A girl | 
» MISC. CHANNELS 4, cosplaying as Mami Tomoe was found beheaded, and all fingers | 
point to Maya Fey as the killer. Will hope itself come in the form of 
 sd-adventure an innocent client, or desp. 
+ Pape 
## hall-of-fame CR2 
i ro | 
axe: 
axe: 


axe: 


How many players do you need to case?’ That depends. But generally, you should be 
expecting a minimum of 4 players. This is enough to fill the required roles of Defense, 
Prosecution, Judge, and Witness. A brief explanation of these roles will be provided 
in the next Section. 


Once players show up and would like to participate in the case, you should ask them 
to provide their ID so you can CM them. Why’ This is SO we can use the /area_mute 
commana, which prevents non-participants from speaking in-game and only those 
who are CMed or invited may speak. The other players can check their id by using 
/myid. 


web101 


(CMing another player) 


(Muting an area) 
Assuming that you have all of the players you need to start the case, ensure that 
everyone has adequate reading time to read the case document, and let them know 


that they can get the link using the /doc command. 


Now, let's move onto an explanation of the roles. 


UNDERSTANDING THE MAIN ROLES 


ROLE DESCRIPTION 


A defense attorney is responsible for 


_~ representing the defendant in the trial. 
. Their goal is to find them not guilty of the 
. Charges presented by the prosecution. 


—| In trial, Chey are committed to pointing 


Mul 08 ge a necy out contradictions through cross 


examinations of the prosecution's 
witnesses. Like in the AA games, they 


DEFENSE AT TORNEY must pursue the truth. 


A prosecutor is responsible for the 
indictment of the defendant by providing 
the necessary Charges to the court and 

fighting for a guilty verdict. 


In trial, Chey use everything at their 
disposal, they provide the initial evidence 
to the court. The detective and the 
witnesses are the prosecution's tools. 
Like in the AA games, they must pursue 
justice. 


A judge is responsible for the impartial 
oversight of the courtroom. They act as 
a mediator between the defense and 
prosecution benches. Their Courtroom, 
their rules. 


In trial, Chey maintain the pace of the trial 
by preventing things from dragging Out. 
They will Sustain or overrule objections 

during examinations. Like in the AA 
games, they will be the ones to carry out 
the final verdict. 


A witness is responsible for providing 
testimonies to the court. The witness 
player is tasked with playing as the 
defendanEe, detective, and witnesses as a 
single individual. They do this by Changing 
Characters mid-trial tO whoever needs to 
appear at certain parts of the trial. 


In older forms of casing, the case cast 
would all be played by different players. 
The issue with this is that it increases 


the number of players required to begin a 
case. That is why nowadays, all of them 
are played by a single player. This is 
, ‘ reinforced by the fact that all of the 
( witness testimonies are congregated 
I’m also the detect | into the pre-written witness document. 


The witness documene will contain lots 
of information that will need to be 


followed in order to play the case as 
intended by the case maker. This will 
typically include responses to 
anticipated questions, detective request 
results, private witness information, and 
even secret evidence. 


Like in the AA games, they are the heart 
and soul of the case. 


WITNESS 


That's it for the main casing roles, we also have other roles that we may be 
concerned about or can be filled too! Note that these are optional roles. 


UNDERSTANDING THE OTHER ROLES 


ROLE DESCRIPTION 


A helper defense or co-defense acts as 
assistants to the lead defense attorney. 


The most they'll do is assist Ehem in 
finding inconsistencies during 
ja _l¢ei i ; examinations. They might also become 
Hey Nick! Dory gat about me! the lead in the absence of the lead 


I’m your helper defense! 
x defense player. 


eget 


CO- DEFENSE / HELPER Like in the AA games, they are there to 
DEFENSE support the battle to acquit the 


defendant. 


A helper prosecution or co-prosecution 
acts as assistants to the lead 
prosecutor. 


The most they'll do is assist them in 
objecting against the defense’s 
questioning of their witnesses. They 
| prosecutiog? jayhelper, ¢ | might also become the lead in the 
absence of the lead prosecution player. 


CO-PROSECUTION / 
HELPER PROSECUTION Unlike the AA games, they don't exist. A 


true prosecutor works alone. Unless 
they're really bad at putting up a fight. 


May god find jurors that will actually be useful during trials. 


Imagine if there was an objection with no objection music, or a pursuit 
with no pursuit music. How about no music at all? That would make 
trials incredibly dull and boring. Music is one of the main pillars of what 
makes Ace Attorney so great, don’t skip on it! 


A jury or juror acts as the impartial 
observers of the courtroom. Their 
intended purpose is to decide on a final 
verdict during jury trials. 


Outside of jury trials however, they are 
essentially glorified spectators and 
therefore useless. However, they may 
act as assistants to the judge if they 
need help on making rulings or decisions. 


Like the AA4/TGAA/DGS games, they 
are either the quietest or most annoying 
people in the room. 


A Dud is the player responsible for the 
playing of music tracks at specific parts 
of a trial. 


This is less of a formal role and more of a 
responsibility. Any of the main role 
participants may take on this 
responsibility to change tracks whenit is 
required. 


Sometimes, the defense and 
prosecution players may want to select 
their own objection and examination 
themes. 


Like the AA games, music is required, not 
optional. 


That should be it for the explanation of all of the roles! It's time to move on to the 
actual trial itself! 


BEGINNING THE TRIAL 


Assuming that you have all of the necessary players to start the case, and that all 
of the players have been given adequate reading time of the case documentation, it 
iS time to begin the case. 


There are two parts to beginning the trial. The formal way to do it is by doing a rolecall 
and a countdown. 


The rolecall is basically an acknowledgement by all of the participants in the trial that 
they are ready to begin casing. In no particular order, each player will state their name 
and role in the trial. IF you want to center your text message, you Can do so by using 
double tilde or ~~. For example: ~~ Phoenix - Defense. 


—  ... ae 
It's time to start the rolecall! 


After all players have joined the rolecall, it is an indication that you are ready to start 
casing. You should mute the room eat this point by doing /area_mute so 
non-participants won't interrupt the trial. 


Remember that all participants should either be CMed or invited using the /cm <id> 
command or the /invite <id> Command. 


web101 


Finally, you Should set the room status to casing by doing the command /status 
casing. 


The preparations are complete, and the rolecall is done. All that’s left to do now is the 
countdown. Any one of the participants can co it, but typically the judge or the 
witness will do it. All that’s expected is a countdown from 10 to O. 


Once the countdown is complete, you will begin trial procedures. Try adding some 
music to accompany the countdown too! Such as Ghost Trick - Countdown or [UFA] 
Hotline of Fate. 


Se 
COUNTDOVYN TIME 


TRIAL PROCEDURES 
THINGS TO KEEP IN MIND 


While casing, you might want to whisper to your colleagues or Convey thoughts. 


Let's say you're Currently playing as the defense attorney and you want to whisper 
to your helper defense. You can do this by putting brackets ‘[ J" around your 
message. 


evidence | 


Remember that this is roleplay, other players can see your message. The point of 
whispers or thoughts is that they exist to enhance the roleplay and indicate who 
should respond or acknowledge your messages. If someone unintended does 
acknowledge your message, then they might just have very good hearing or can read 
minds. 


Let’s say you want to change the colors of part of your message, rather than just 
the entire message. You can surround your message with || for orange, ~ ~ for red, 
and ~~ for green. The message below should give you a general idea on how to do 
that. 


Message Typed: There has never been a lmore pressing] issue than the “selection~ of 
a ~competenet attorney~. 


Message Appearance: There has never been a more pressing issue than the 
selection of a competent attorney. 


This is very useful if you want to highlight parts of your message, like if the name of 
evidence or characters appear. 


If you want to make an OOC comment in-game, you can indicate a message is out of 
Character by typing // or double slashes before your message. 


for a walk 


There are times where you might make a mistake while writing a message or say 
something that is meant to be ignored. You co this by typing omit after the message 
you sent. This will tell other players to ignore the message you juSE Sent. 


the 
pliable? 


| let them testify because they gave me enough money to retire for a trip to Hawaii. 


If you recall around the start of this guide, we stated that casing is a time consuming 
hobby. Therefore, you Shouldn't be surprised when a player asks to go AFK during a 
trial. 


ff sorry guys, i need to go to 
the bathroom _reallye-quick 


VVhen this happens, you can simply put the trial into a recess until the player that is 
AFK has returned. The judge should adjourn the court during this time. You can use 
the command /status recess here. 


quick recess until Mr. Edgeworth 
has returned, 


VVhen the AFK player has returned, you can simply put the status back into casing 
with /status casing and resume the trial as normal. 


The court is now back in 
session for the trial of Ini 
Miney, 


MINIMAL TRIAL PROCEDURES 


If you recall in the introduction section of this guide, the casing gamemode that will 
be taught in this guide are the Minimal Trial Procedures, abbreviated as MTP. The 
goal of this gamemode is to play through the story told by the case maker in a form 
of linear progression. 


MTP is the closest gamemode that replicates the experience of the Ace Attorney 
games. The defense attorney progresses through the trial by finding inconsistencies 
when examining witnesses. In order to achieve their goal of a not guilty verdict, they 
must pursue the truth and may typically find the true culprit among the witnesses 
Curing the trial. 


There are some slight differences from the AA games that exist to help adapt this 
into a multiplayer medium. Such as the existence of direct examinations, and 
requests of further investigation to the detective. 


This is what the layout of a trial will usually look like when Casing. 


- Case Introduction 
- Witness Testimonies 
- Case Closing and Verdict 


The witness testimonies subsection will explain what occurs in most of the trial, 
such as the following. 


- Recording a Testimony 
- Navigation and Questioning 
- Contradictions, Progression, and Secret Evidence 
- Detective Requests 


We will do a breakdown of each part of the trial layout to understand what to expect. 
For now, let’s observe The Elementary Turnabout being run in the MTP gamemocde. 


CASE INTRODUCTION 


Let's start with the case introduction. This will consist of the session start, 
prosecution's opening statement, and defense's response. Here's what a session 
start looks like. 


Judge: Court is now in session for the trial of Ini Miney. 
Judge: Are both sides ready? 
Edgeworth: The prosecution is always ready, Your Honor. 
Phoenix: The defense is ready, Your Honor. 
Judge: Good, the prosecution may now provide their opening statement. 


After the session start, the prosecution needs to provide an opening statement or 
OS to lay out the facts of the case. Most of the time, a pre-written OS is provided in 
the main case document or in the prosecution role document for the prosecutor's 
exclusive use. 


But prosecutors also have the option to make their own custom OS before the trial 
based on the existing evidence in the court record. Even Ehough an OS is meant to 
lay out the facts, a decent prosecutor may choose to frame the messaging of the 

OS to make the case look Convincing to the judge. 


The prosecution should try to say they seek a guilty verdict and state the charges 
at the end of their opening statement. Some pre-written OS fail to do this, so a good 
prosecutor must state these very clearly. 


Edgeworth: The prosecution hopes that the court will hand down a guilty verdict. We 
charge the defendane with first degree murder! That is alll. 


After the prosecution's opening statement, the judge must allow the defense an 
opportunity to respond. A defense’'s response may consist of a rebuttal and a plea. 
A rebuttal allows the defense to point Out errors or issues in the opening statement 

provided by the prosecutor. But in MTP, a rebuttal is completely optional. VWVhat’s 
required however, is for the defense to state a plea on behalf of the defendant. They 
are expected to plead not guilty against the Charges in order to challenge the case. 


Judge: Does the defense have a plea or rebuttal to make’ 
Phoenix: | don’t have arebuttal, Your Honor. The defense pleads not guilty to the 
Charges. 


This marks the end of the case introduction. It is time to transition to the detective's 
investigation. To do this, the judge will ask Ehe prosecutor to call the detective to the 
stand. 


Judge: Then we will proceed with the trial. Mr. Edgeworth, please call the detective to 


the stand. 
Edgeworth: As you wish, Your Honor. The prosecution calls Ema Skye to the stand. 


WITNESS TESTIMONIES 


The detective's investigation is technically considered the first testimony that will 
be heard in the trial. lt exists to supplement information and provide details about 
the initial evidence in the court record and other Characters in the case. 


Whenever someone is called to the stand to testify, the side that called that 
individual must introduce them. This is done by asking for their name and profession, 
and then asking for testimony. This is only done on the character's first appearance. 


VWVhen the witness player is prepared to testify, they will copy and paste the 
testimony located in the witness document for the character they are Currently 
playing as. They will use the witness testimony recording functionality. Here’s how it 
works. 


The testimony recording functionality you will see here is only available to the bot in 
the AO Official Server (Vanilla) or servers using the KFO-Server client. In order to 
begin testifying, the witness must first copy and paste the title of the testimony. 
This must be in the correct format to begin testifying. 


Ti skye. Please’ 
testify about your findings, 
' » 


Once the title has been pasted, the judge should click the witness testimony button 
in their judge actions to begin recording. The room will be notified by the bot that 


testimony has begun recording. 
Actions 
Witness ING Guilty 
Testimony Guilty: v 
H Defense H1H Prosecution H 
Mute a character: 


AOMS: -- A childish murder case investigation -- 
Testimony recording started! All new messages will be recorded as testimony lines. Say "End" to stop recording. 


The bot will send a message every time a statement is added to the testimony 
recording. Statements are added as the witness player copy and pastes each 
statement. 


Statement 1 added. 
Statement 2 added. 
Statement 3 added. 
Statement 4 added. 


When the witness player is done testifying, they will say End in the RP/In-Game 
chat, as notified by the bot to stop the recording. A testimony may also end when 
the cross examination button is pressed. 


AOMS: [10] Ema has ended the testimony. 


During recording, it is important that no one except the witness player speaks until 
the testimony recording is over. The witness should try to Change their text color to 
orange for the title, and green for the statements, although it is not necessary. 


In case pressing the button does not work, you also have the option of starting a 
recording by typing the command /testimony_start <title> in the OOC chat, where 
you replace the <title> with the title of the testimony being provided. 


NAVIGATION AND QUESTIONING 


When the testimony has finished recording, this is where things start to deviate 
from the Ace Attorney games. After the testimony is provided, the side that called 
the individual to testify is given the opportunity to do a direct examination. 


Direct examinations cdo not exist in the Ace Attorney games. They are used in 
Attorney Online to clarify statements or even strike irrelevant statements typically 
from the prosecution's side. This also means the defense’'s examination of the 
defendant is considered a direct examination too. The reason DEs exist is to give the 
other side a fair Chance. 


The judge will ask the prosecutor who introduced the detective if they wish to direct 
examine. The average prosecutor will Choose not to direct examine, because most 
prosecutor DEs are a waste of time anyway. 


Judge: Mr. Edgeworth, would you like to direct examine? 
Edgeworth: No, Your Honor. The prosecution sees no reason to DE. 


Now the judge will ask if the defense wants to cross-examine. This question is really 
just a formality, and the defense is expected to always examine testimony. Choosing 
not to would be equivalent to asking for a guilty verdict. 


Judge: Then does the defense wish to cross examine’? 
Phoenix: Yes, Your Honor. We will cross examine. 


Regardless of whether it’s a cross examination or a direct examination, the judge will 

press on the cross examination button in the judge actions to start the examination. 

This will simply start the navigation of testimony from the first statement. After all, 
it’s not like there's a direct examination button anywhere. 


Actions 


Witness Guilty 
Testimony . 


H Defense H1H Prosecution H 


Mute a character 


Now, how do we navigate through the testimony’ The side that is Currently 
examining will have the option to type the following symbols in the RP/In-Game 
window, not the OOC chat. 


TO proceed to the next statemengt, you type >. 
m~ 


AOMS: Phoenix has moved to Statement 1. 
AOMS: Phoenix has moved to Statement 2. 
AOMS: Phoenix has moved to Statement 3. 


To proceed to the previous statement, you type <. 


yas eithep, by shogk yh becausial 


She was Gging  choiedes 


Phoenix has moved to Statement 3. 
Phoenix has moved to Statement 2. 
Phoenix has moved to Statement 1. 


To view the current statemen.g, you type =. 


If you wish to go to a specific statement in the testimony, for example, Statemene 3, 
you can type >3. 


Now that you know how to navigate a testimony, let’s understand what may happen 
during an examination. If you recall in Ace Attorney, the examiner has the option to 
press statements to question for further details and present/object statements to 
point out a contradiction. In this subsection, we will focus on pressing statements 

for now. 


VVhat happens when you press statements in Attorney Online is that there willbe a 
string of back and forths between the opposing sides if there is a question being 
contested. Let’s observe Phoenix asking a question to the detective. He does this 
by activating the Hold it! Shout before typing his question. 


Ema: At 10:14 AM last monday we received a call that a murder had taken place in 
an elementary school classroom during the day. 
Phoenix shouts Hold it! 
Phoenix: How long did it take you to arrive? 


The examiner can ask any question within their imagination. In order for a witness to 
answer the question, it must require approval from the judge or no objections from 
the opposing side. 


Let's see what happens when a question is successfully asked. 


Ema: At 10:14 AM last monday we received a Call that a murder had taken place in 
an elementary school classroom during the day. 
Phoenix shouts Hold it! 
Phoenix: How long did it take you to arrive? 
Judge: Objections, Mr. Edgeworth’ 
Edgeworth: No objections. 
Judge: Answer. 


Now, what happens when the opposing side chooses to challenge or contest the 
question?P 


Ema: At 10:14 AM last monday we received a Call that a murder had taken place in 
an elementary school classroom during the day. 
Phoenix shouts Hold it! 
Phoenix: How long did it take you to arrive? 
Judge: Objections, Mr. Edgeworth’? 
Edgeworth shouts Objection! 
Edgeworth: Relevance’ VVhy does it matter when the police arrived? 


VVhen a contest of the question occurs, the judge should permit the opposing sides 
to argue before giving a ruling On whether or not the initial objection is Sustained or 
overruled. 


If it is sustained, then the witness is not allowed to answer the question and the 
examiner MuSE move onto the next question. 
If it is overruled, then the witness must answer the question. 


In order for the contest of the question to not drag out for too much time, there is a 
formal order. Following from the initial question, the judge will ask for objections from 
the opposition, then a response from the examiner, and finally asking for final 
objections from the opposition. Here’s what that may IOok like. 


Phoenix shouts Hold it! 
Phoenix: How long did it take you to arrive? 
Judge: Objections, Mr. Edgeworth’? 
Edgeworth shouts Objection! 
Edgeworth: Relevance’? VWVhy does it matter when the police arrived? 
Judge: Response, Mr. Wright‘ 
Phoenix shouts Objection! 
Phoenix: VVe need to establish a timeline of events! VWe need to know how much 
time passed between the initial call and the police arrival. 
Judge: Final objections, Mr. Edgeworth’ 
Edgeworth shouts Objection! 
Edgeworth: VVhether it took SO seconds bo arrive or 10 minutes to arrive, it does not 
change the fact that your client Committed the crime! Ruling, Your Honor’ 


To end this contese, the judge will decide whether or not to allow the question based 
on the arguments from the benches. 


Judge: Objection sustained. Mr. Edgeworth has a point, the court doesn't believe 
establishing the time of arrival will be helpful. 


OR 


Judge: Objection overruled. | have to agree with the defense that knowing how long it 
took the police to arrive is important. 


In the example, let’s say the judge overrules the objection from Edgeworth. The 
witness may now proceed to answer the question. 


If a question was anticipated and a response was already prepared in the witness 
document, the witness player should use that response to answer said question. 

However, if a question was not anticipated and there is no response in the witness 
document for the question being asked, then the witness player must improv or 


improvise an answer. 


A witness player may improvise an answer by guessing what the answer is based on 
the information in the case documents. Otherwise, they may choose to act 
confused or say that they don’t know how to respond to the question. 


Here's an example of the witness player using the witness document's response 
because the question was anticipated. 


about the murde 
Do smart impro 


Ema: | arrived at 10:20 AM, So about six minutes after the call. The reason | got 
there so quickly was because | was nearby. 


If the witness document did not provide a response or information to the witness 
player because the question was not anticipated, then they may improvise an 
answer like this. 


Ema: Sorry, but | don’t remember when we arrived. | didn't wear a watch that day. 
After the question is answered, it is possible for the examiner to ask a follow up 
question in which the rules of contesting the question also apply. If there is no follow 


up, then the examiner continues with the examination and may ask questions on 
other statements. 


CONTRADICTIONS, PROGRESSION, AND SECRET EVIDENCE 


In order for the trial to progress, the defense attorney must point out contradictions 
in the testimonies of witnesses on the prosecution's side. But there is one 
assumption you can make that exists for the majority of AO cases. 


There are no contradictions in the detective’s testimony. This assumption does not 
ring true for all cases, but this is one you normally expect. 


How does a defense attorney object’ This is done by simply navigating to the 
contradictory statement and pointing out what's wrong with the statement. Let's 
see how a correct objection occurs in a later witness testimony. They don’t actually 


preseng anything, they simply state the name of the evidence while explaining their 
objection. 


Gant: Because of that, during this time | made Sure no one entered the school 
building. 
Phoenix shouts OBJECTION! 
Phoenix: That can’t be right, because there were wet and dirty footsteps found right 
outside the classroom! 
Phoenix changed music to [AA] Objection. 


Now, if this evidence was in the main document or court record, then that would be 
all the defense attorney had to say. However, in this objection, they actually used 
secret evidence contained in the defense role document. 


Secret evidence (only present them when the 
time is right, you can’t win without them!) 
Ther and dirty fo 
found right out 
Wet and dirty It's unkno\ 
footsteps 


the child t. 
Ss made by you so no 
one kn about it. 


When a piece of Secret evidence is made known, then the details of that secret 
evidence should be copy and pasted for all to see in the OOC chat, like so. 


web109: Wet and dirty footsteps 


web109: There were wet and dirty footsteps found right outside of the classroom. It's unknown to who they belong to but they are tiny. The 
footsteps lead from the front door through the hall to the classroom where the murder took place. 


web1@9: After that the footsteps can’t be tracked anymore so we don’t know where the child went. This picture was made by you so no one knows 
about it. 


Ib is up to the judge on whether or not to accept secret evidence. This can be based 
on the grounds of relevance, police approval, or whatever reason the judge can 
imagine. (try to remember Evidence Law from Rise from the Ashes!) 


Of course, evidence is not the only way to point out contradictions. You also have 
the option to state that a statemenet might contradict character profiles, position on 
the map, and even previous testimonies. Here are some examples of that in action. 


Andrews: The detective told me that Furio was the one who killed my husband! 
Phoenix shouts Objection! 
Phoenix: According to the detective’s testimony, they stated that they never talked 


to you. 
(Contradiction by previous testimony.) 


Cykes: VWVe weren't having any Erouble with finding clients for our law firm. 
Apollo shouts Objection! 
Apollo: Your own profile says that your firm had received no clients in the past six 


months. 
(Contradiction by Character profiles.) 


Wellington: VWVhen | looked through the window, | clearly saw your client stab the 
victim in the kitchen! 
Phoenix Shouts Objection! 
Phoenix: How can that be possible’? The window on the map doesn't provide any line 


of sight for you to see the kitchen. 
(Contradiction by position on the map.) 


In some cases, the case maker will Clearly state in the document that character 
profiles may not be used as evidence. It’s important to follow rules like this if they are 
stated in the document. 


If the defense attorney attempts to point out a contradiction, then this can go any 
number of ways. The witness should check if their objection is correct by observing 
their own witness document. It should state where contradictions are, but if one was 
unintended, then it is up to the players to decide whether or not to progress. 


Because of that, during this time | made sure no one entered the 


4 


1\00l building. 


Contradiction: there was a child that went inside. when the defence 
points out the footprints you go to your second testimony. 


If the objection happens to be correct, then the witness player must acknowledge 
this and allow progression to happen. They can do so by acting surprised, shocked, or 
explain themselves based on the instructions in their document and move onto the 
next testimony. 


ine I made eu a one 
Bhtered the ct building, 
o i 


= 


That can’t be right, because Tere vere |wet and dirty Took steps| found right outside the : 


#220U° ee LSS aAE 
(aaa) comes (arora) ee 


If the objection happens to be incorrect, then the witness or even the prosecutor 
may point out that the objection is invalid. Just like the Ace Attorney games, an 
incorrect objection results in a penalty. The judge can press the *-" button/symbol 
for the side being penalized twice to signify a penalty. 


5 ing this 
Rime I naa Sure=hoe one 
Entered the school building. 
i : 


a 


Oh yeah? How can you explain this |pencil] outside the classroom then? 


#20050 #e% LSKaAE 
ee 


Meal agp 
Testimony 

HA Defense H]H] Prosecution FQ 
Mute a character. 


Regardless of whether or not the objection was correct or not, the prosecution is 
allowed to protect the witness by contesting or challenging the objection. The judge 
has to ensure that the argument doesn't drag OuE and let the witness explain 


themselves if they believe it is appropriate. 


There can be different progression requirements from case to case. Even if you 
happen to find a single contradiction, it’s possible that the case maker has set up a 
testimony so that the defense has to find more contradictions and even have the 

witness modify their testimony. 


The witness player can add additional statements to their testimony by doing 
++<statemenb? in RP/In-Game chat. 


Wellington ++! was actually in the room at the time. 
AOMS: Statement 4 added. 


An existing statement can be adjusted by typing /testimony_amend <num> 
<message? in the OOC chat, num being the statement number and message being 
the new message. 


ltestimony_amend 8 | didn't actually see them, but | heard them| 


AOMS: Wellington has amended Statement 8. 


If a statement needs to be removed, this can be done by doing /testimony_remove 
<num?> in the OOCG chat, num being the statement number. 


web109 testimony remove 


AOMS: Wellington has removed Statement 8. 


IF you have no more questions to ask, like in the detective’s testimony, then you 
must declare to the judge that you end your examination. Then the trial will progress 
forward. 


DETECTIVE REQUESTS 


Another thing that exists exclusively in AO cases other than direct examinations are 
detective requests. Casing does not generally include the investigation phase you 
might see in a typical Ace Attorney game, which is why requests exist. 


The first opportunity to make requests is after the examinations of the detective’s 
testimony. 


It is important to note that it is possible for conditions to be imposed by the witness 
and/or judge. These conditions can be limits for the amount of requests that can be 
made for both sides, that requests must be relevant to the case, or that a penalty 
will be imposed on requests with no results. 


Here's a typical request that might be made. In The Elementary Turnabout, there is a 
piece of evidence with a vague detail. This would be the powder in the bottle of pills. 


Bottle of Pills 


If either side wishes to request this powder to be analyzed, then they can simply ask 
the detective to analyze it. 


Phoenix: Can you check the powder in the bottle of pills to see what its contents 
were? 


Assuming the conditions are followed, the detective must accept the requests. 
After all requests have been provided, the results will be provided after the next 
witness testimony. 


How does the witness player determine what the results are? This can be found in 
the detective's section of the witness document. For this case, a result exists for 
the bottle of pills. If any request is made to the detective that does not have aresult 
in the witness document, then the detective will simply state that they didn’t find 
anything or could not satisfy the request. 


The detective is expected to appear in between testimonies where the defense and 
prosecution will get to hear the results and make new requests. 


There can be times where the case is made so requests cannot be made to the 
detective. If that happens, then you can ignore this part completely. 


Sorry, pals, I can’t take any = 
requests because we've been 
low on funding recently, » 


Detective requests can sometimes be the deciding factor on whether or not a 
defense attorney can find the truth. If you have an opportunity to make requests, do 
your best to take advantage of it. Ask for an analysis on items you think are working 
into, like fingerprints or writing analysis. 


contents of the pill bottle were 
actually slaeping pills! @ » 


That should be it for the explanation of the detective requests! Now let’s see what 
happens in case closing and verdict. 


CASE CLOSING AND VERDICT 


Ultimately, every trial ends. In casing, a trial Can end up with three outcomes. A guilty 
verdict, not guilty verdict, or a mistrial. The conditions for these outcomes are listed 
below. 


The criteria for a guilty verdict: 
- The defense fails to find a contradiction in a prosecution witness's testimony. 
- The defense has spent too much time ona witness testimony without finding 
a contradiction while a timer was set. 
- The defense has received too many penalties. 


4c we oO 
The court finds the defendant, Ini 
Miney... ——__— 


Message in-character 


The criteria for a not guilty verdict: 
- The defense manages to break the credibility of all of the prosecution's 
witnesses. 
- The defense finds the truth or the true Culprit and manages to make them 
breakdown and confess. 
- The prosecution has received too many penalties. 


The court finds the trial of Ini Miney to 
be a mistrial. 
» 


Message in-character 


The criteria for a mistrial: 
- A player leaves mid-trial and a replacement is not found. 
- The case is broken or doesn’t make any sense. 
- Someone dies (in-game) in the courtroom. 


The judge is expected bo give a fair, impartial, and unbiased verdict that follows this 
criteria. After the verdict is provided, the judge may adjourn the court. Don't forget to 
/area_unmute and /status idle the area after the case has been finished! 


This area is no longer muted. 
Made areas [4] unmuted. 


Court is adjourned! 


And that’s it for the trial procedures! 


CLOSING AND OTHER GUIDES 


If you have made it this far into the guide, thank you for taking your time to read 
through it! This guide was exceptionally long and detailed, but it does not tell 
everything you may expect from casing. The best way to learn casing is to 
experience it for yourself, rather than just reading this guide. 


Everyone has a different goal, role preference, and experience when they step into 
the courtroom. Your casing journey can take many different paths. VVhat’s most 
important in casing is to enjoy it with others. 


This is a roleplaying game. Attorney Online exists for more than just “casing” and it 
can be used as amedium for various roleplay gamemodes and social environments. It 
has a collection of many different communities and servers that you might be 
interested in. 


This isn’t the best guide or best way to learn casing, but introducing new players to 
casing is sometimes difficult and confusing. It is not easy to get into.. There area 
plethora of Ace Attorney fans out there who have yet to experience "AA in 
multiplayer”, and we hope that this guide can be useful to helping them achieve that. 


Links to guides that might be useful to help teach or enhance your casing experience 
will be provided below. 


MTP Basics: GEES 
MMO Basics: (ESS 


Attorney Online Official Discord: 


Court of Attrition (Vanilla Casing) Discord: 


GLOSSARY 


TERM EXPLANATION 


CIM /(GANSIE MINES / GAS = A creator of a case or the one who 
MANAGER moderates the Current area. 


CE /CROSS-EXAMINATION An examination of an opposing 
witness. 


Dee BEEN Se The attorney that represents the 


ee 
with an unbiased view. 


MIM@7 M@intvEe METHOD A debate-based gamemode where 
GrPPOnRTaniit the player with the Superior 
argument is favored. 


MTP / MINIMAL TRIAL A story-driven gamemode that is 
PROCEBURES Most similar to the AA games. 
OOG / OUT OF GHARAGCTER Speaking outside of roleplay or 
outside of the game. 
OS7 OPENING STATEMENT A statement delivered by a 
prosecutor to lay out the facts. 
E77 PRe@SsSeee nian An attorney who presses the 
Charges against the defendant. 
REBUT TAL A statement delivered by a defense 
attorney to respond to the OS. 


